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1. INTRODUCTION ———— 2. TUTORIAL LEVEL ———~ 3.CONCLUSSION 


> WHAT IS THE HUNT FOR THE >» SCENARIO MAP. >» THREAT CURVE. 


VILLAGE? 
> 1. STORY PRESENTATION. » DIFFICULTY CURVE. 


» TUTORIAL LEVEL PURPOSE. 
>» 2. GAMEPLAY INTRODUCTION. 
> 3. MISSION START. 
> 4. MISSION CLIMAX. 


>» 9. END OF MISSION. 


INTRODUCTION 
WHAT IS THE HUNT FOR THE VILLAGE? 
1. TYPE OF VIDEO GAME 2. REFERENCES 


>» SURVIVAL HORROR GAME. 
>» THIRD PERSON SHOOTER. 


we eer 
Dy pesident evi 
» CAMPAIGN (oNE PLAYER GAME). Sie: 


THE = = 
SHINING 
TEPHEN KING STANLEY KUBRICK & DIANE JOHNSON STANLEY KUBRICK JAN HARLAN 





INTRODUCTION 
TUTORIAL LEVEL PURPOSE 


LEARN MECHANICS DESIGN AN 
INTRODUCTORY LEVEL 

eee eee (IMPLICIT TUTORIAL) 

» FIREARM COMBAT. 

>» KNIFE COMBAT. 

> INVENTORY MANAGEMENT. 


>» CONSUMABLE 
MANUFACTURING. 





TUTORIAL LEVEL 
MAIN OBJECTIVES (GOALS) 





1. GET INTRODUCED 2. EXPLORE FIRST 

TO GAME'S STORY SCENARIO 

4. COLLECT ITEMS 9. COMBINE AND 
USE ITEMS 
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3. LEARN 
TO COMBAT 
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6. MEET 
CHARACTERS 
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TUTORIAL LEVEL 
SCENARIO MAP 


CLOSED DOOR 
OPEN DOOR 


~ KNIFE 


J NPC 


#\ SINGLE ENEMY 
A VARIOUS ENEMIES 
© CONSUMABLE 
x SCREWDRIVER 


MISSION ITEM 





TUTORIAL LEVEL 
1. STORY PRESENTATION 


MANY CORPSES SIGHTED IN TOP SECRET MISSION IN PERFORMED BY 
A RURAL LOCATION ‘THE GREEN VILLAGE” AGENT HARRY (PLayer) 





FIND PERPETRATORS 
AND ARREST / FINISH THEM 


(SOLVE THE PROBLEM) 





TUTORIAL LEVEL >» FIRST TIME EXPLORING THE AREA. 
2. GAMEPLAY INTRODUCTION » PLAYER LEARNS TO MOVE. 
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» PLAYER LEARNS TO ROTATE THE CAMERA. 
> OBTAIN FIRST ARM (KNIFE). 

>» FIND A CONSUMABLE (COFFEE). 

>» TALK WITH A CHARACTER (“7HE OLD HUNTER’). 


>» RECEIVE A FIREARM (BERETTA M9). 
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(“THE OLD HUNTER’) PLAYER RECEIVE FIRST MISSION DETAILS 


TUTORIAL LEVEL 


3. MISSION START 





» PLAYER LEARNS TO COMBAT. 
(KNIFE + FIREARM COMBAT). 





>» FIND A CONSUMABLE (MILK). 
> FIGHT WITH 2 ENEMIES SIMULTANEOUSLY. 


» LEARN TO MANAGE INVENTORY. 


» PLAYER CONSUMES A CRAFTED ITEM. 
(COFFEE WITH MILK, CURES ITSELF). 
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TUTORIAL LEVEL 
4. MISSION CLIMAX 





>» PLAYER FINISHES EXPLORING THE AREA. 


> FIND A SCREWDRIVER. 


> FIGHT WITH 3 ENEMIES SIMULTANEOUSLY. 


» UNLOCK CLOSED DOORS. 





» COLLECT MISSION ITEMS. 


TUTORIAL LEVEL 
5. END OF MISSION 


» PLAYER HAS ALL MISSION ITEMS. 





> TALK WITH “7HE OLD HUNTER’. 
>» DELIVER MISSION ITEMS. 


» RECEIVE REWARDS. 
(AMMO, CONSUMABLES, ETC). 
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>» MISSION ENDS. 


CONCLUSSION 
1. THREAT CURVE oor 


"CRAFT DISCOVERY 
THREAT 
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STORY PRESENTATION GAMEPLAY MISSION START MISSION CLIMAX END OF MISSION 
INTRODUCTION 


CONCLUSSION 
2. DIFFICULTY CURVE 





DIFFICULTY 
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